Semen 
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again, the Mirari has changed 

hands and Laquatus missed out. 

Instead, Kamahl was finally able to 

attain the artifact, making its vast pow- 

ers his to command. But will he be any 

more successful at controlling its abilities 

than its previous owners, all of whom are 

now dead? Kamahl, like all those others, thinks 
he can. But the reality of the Mirari’s power is 
quite different. 

Kamahl returns home to the Pardic 
Mountains and reunites with his sister Jeska 
and his mentor Balthor. Aware that his enemies 
will come for the Mirari, Kamahl decides that 
the best way to defend it is to unite the scat- 
tered barbarian tribes under one leader: him. 
However, Jeska and Balthor become increasing- 
ly disturbed by Kamahl’s suddenly violent and 
erratic behavior. They realize the Mirari must 
be responsible and decide to take it from him 
at any cost. Unfortunately, Kamahl doesn’t 


Illus. Pete Venters 


comprehend what's been happening to him 
until he strikes his sister down in a fit of rage, 
seriously wounding her. 

Meanwhile, Laquatus escapes from 
his underwater prison and resumes his 
schemes to acquire the cephalid empire . . . 
and the Mirari. He uses all his guile, cunning, 
and manipulation to convince the tattered 
remnants of both the Order and the Cabal to 
follow him in a campaign against Kamahl. 
Playing both sides against each other to fur- 
ther his own agenda, he leads a final push to 
claim the power for himself. But before 
Laquatus can attack the Pardic Mountains, 
Kamahl and Balthor take the dying Jeska to the 
Krosan Forest to seek the help of Seton. The 
centaur instructs Kamahl to talk to the 
Nantuko and learn the ways of the druids if 
he hopes to survive the coming battles. But 
there isn’t much time: Laquatus’s forces, held 
together by lies, threats, and shady promises, 
are quickly descending upon the forest—and 
each other. 

Deep within the Krosan Forest, the 
final showdown for the Mirari will begin. Not 


everyone will emerge alive. No one will 


emerge unchanged. 
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Illus. John Avon 


After causing the destruction of the Order’s northern stronghold, the 


capital of the cephalid empire, and Cabal City, the Mirari is moving on. 


It’s now in Kamahl’s hands, and he’s attached it to the pommel of his 
sword to increase the sword’s power tenfold. The crystal sphere 
attunes itself to whoever possesses it, basing its abilities on its owner’s 


_ soul and desires. But regardless of how righteous or strong this owner 


is, the Mirari’s power will corrupt that person. The artifact magnifies 


-Kamahl’s spontaneous and aggressive nature, making him reckless, _ 
thoughtless, and bloodthirsty. Will its curse claim anothe victim? 


Jeska 


Jeska i is just like her brother Kamahl, yet completely ‘inl ik 


same time. — have en compere. Both. Shae on the battlefield. 


3althor is the closest thing to a father Kamahl and Jeska have. He has 


been their mentor and trainer ‘ almost their entire lives. Despite their — 


differences, they’re like a family. But even though dwarves live many 


years longer than humans, they can’t live forever—especially not a war 
rior like Balthor. He accepts this fact, and his only hope is fora glori- 
ous battlefield death when his time is up. Being the natural warrior he 
is, Balthor gets his wish. Unfortunately, the end of his life merely — 


marks the besinnwig of his nightmare. 


| N With Ki rtar and Teroh both gone, Phnander Eesha sucteny rises 
to the top of the Northern Order. Like her predecessors, she is a stern, 


telligent officer. Unlike them, she is not blinded by ambition or 
zealotry. Despite her thoughtful leadership, the Order teeters on the 


apis i extinction. oS good soldic hes 2 lost i in | Teroh’s ean 


hriss, oldest and wisest of all the Nantuko, is the living soul of the — 


2 Krosan Forest. Legend has it that he planted the very seeds of the for- 
est after the last ice age receded. Thriss has made the Krosan Forest _ 
his home for centuries, and he worked tirelessly to keep it safe during _ 
the planet-wide apocalypse. From his vantage point at the forest’s 
heart, he can sense everything that ebbs and flows within it. Lately, 
__ though, he’s felt a devastation coming that « even he ey, not pe able to 
. prevent. He feels the Mirari. i 


ee 
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: by Randy Buehler, Judgment™ lead developer 


One look at the Coolest Cards list on the next 

page will tell you that Judgment, the latest 

Magic: The Gathering" expansion, is the green 

and white set. That makes sense, since it’s the 

follow-up to the Torment™ set, where green and 

white’s shared enemy black got to have all the 

fun. The Judgment set only has sixteen black 

cards, while there are more green and white 

cards than normal. Even the multicolored cards 

and lands are based around green and white! In 

fact, if you count the number of black cards in the 

Torment and Judgment sets combined, then do the 

same for both green and white (counting a land or 

multicolored card as half a card for each color it repre- 

sents), you'll find that the three numbers are the same. We | : : 
made sure it all evened out in the end. ius, Kev Walker 

The color imbalance is just the first interesting thing about 
Judgment. We also added plenty of new mechanics for players to explore. For example, the Incarnations 
are a set of seven creatures that—as long as they're in your graveyard—give all your creatures in play a 
special ability. Think of them as uncounterable, indestructible enchantments with a bonus creature 
attached that can attack or block until you decide it’s better off in your graveyard. 

The six Phantoms have a new creature ability exclusive to green and white. These are the 
ghosts of creatures that died in earlier sets; now they’re back and better than ever. From the simple 
Aven Flock to the enormous Sabertooth Nishoba (which seems to have taken an Armadillo Cloak to the 
grave with it), these Phantoms are much harder to destroy this time around. Whenever they would be 
dealt any damage, no matter how much, they simply lose a +1/+1 counter instead. A Phantom becomes 
ridiculous if you can enhance its toughness, say with a creature enchantment like Elephant Guide 
(which gives it +3/+3). Since all damage is prevented to the Phantom whether it still has counters on it 
or not, it becomes entirely immune to damage. 

But my favorite of the new mechanics has to be the Wishes. Inspired by the Arabian Nights* 
card Ring of Ma’rif, these five cards give you access to cards from outside the game. “Outside the 
game” means any card you own, whether it’s in your trade binder, in the shoebox under your bed, or 

removed from the game you're playing now. In tourna- 
ments, by the way, the Wishes are limited to retriev- 
ing cards from your sideboard. 
The Judgment set definitely doesn’t 
ignore the themes that ran through the 
rest of the block. There are plenty of 
flashback and threshold cards to keep 
you thinking about your graveyard. 
Judgment even has the first two cards 
with both flashback and threshold: 
Grizzly Fate and Lightning Surge. 
They’re almost like four different 
spells on one card. 
All in all, Judgment is a 
fitting finale to the Odyssey™ block. 
It expands and develops the themes 
started in Odyssey, balances out the 
black shenanigans that took place in 
Torment, and introduces a few 
mechanics of its own that players 
will be talking about and using for 
years to come. 
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1: The Wishes 

How many times have you 
wished you had that one per- 
fect card in your hand so you 
could absolutely wreck your 
opponent? The five Wishes can 
go get it! Every card you own is 


| Worldgorger Dragon | 


6: Worldgorger 
Dragon 
The Dragon may look like it 


has a pretty big drawback, but 
when you have a 7/7 flying 


Choose an artifact or enchantment 
card you own from outside the game, 


Bes ‘Creature — Nightmare Dragon 
reveal that card, and put it into your : gh : x a 


hand. Remove Golden Wish from 
the game. 


She wished for nobility, but not for a 
nation to honor it. 


Bichantment 


at your disposal when you put 
these in your deck. 


: D: Erhnam D jinn 


This powerful, cheap Arabian 


/ Nights creature has been out of 


print since 1995, and pla 


have been clamoring for its : 
return ever since. _ 


“one of your 


ise up for a glo- 


4: ‘Mirari is. Wake 


ihe Mirari has had all sorts of 


strange effects on Otaria, but 
this is one of the most power- 


~ ful. All your lands tap for extra 


mana and all your creatures 


get bigger. Plus, unlike some 


similar cards, SS 


apply only to iy yu. 


ina big cre you ve life whenev- 


er it fights, and it’s Saal hard 
to destroy. 


Threshold — Other creatures 
you control get +2/+2. (You have 
threshold as long as seven or more 
cards are in your graveyard.) 


A symbol of hope for hopeless times. 


Counter target spell. If it’s countered 
this way, remove it from the game 


instead of putting it into its owner’s 


_ graveyard. As long as it remains 
removed from the game, you may 


play it as though it were in your hand 


without paying its mana cost. If it has 
X in its mana cost, X is 0. 


3 At the beginning of your upkeep, sacrifice 
| Solitary Confinement unless you discard 
2 a card from your hand. 


Skip your draw step. 


% You can’t be the target of spells or abilities. 


revent all damage that would be dealt to 
ou. 


trampler, do you really need 
any ga Ea a : 


7: Sil ver Seraph 


- At 6/6, this is the biggest ee 


ever printed. Not only that, it'll 
make all your other creatures 
huge if you fill up your grave- 
yard. 


8: Crush of 
Wurms 


36 power. 36 toughness. One © 


card. What more needs to be 
said? 


9: Spelljack 
The ultimate mix of counter- 


magic and theft. Counter a 
creature and grab it for your- 


self. Counter a burn spell and 


fling it at your opponent. Best 
of all, you play the spell you 
steal for free. | 


10: Solitary 


Confinement — 
Total immunity is pretty good 
Sure, the upkeep cost is steep, 
but if you combo this with a 
way to draw extra cards, you 
can stay inside the bubble | 
forever. 


5 Sa SR CHIR RRO. 
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ie old Pyar 


Mishra’s Factory. The Urza’s Gwe set i 
es fi ive such Ei most a 


ina Stel bine sock ard a — black dene 2° aE Since this was contrary to the 
green and white feel of the set, R&D combined the two lands into Nantuko Monastery. 


There are always, several cards that get pushed off from set to 
set. Some get delayed once or twice, and some receive this treatment multi-_ 


Sacrifice Benevolent Bodyguard: 

Target creature you control gains 
| protection from the color of your 
choice until end of turn. 


“My destiny is to save others so their | . i. so... , : 
destinies may be achieved.” @ was held over | from one, it ehdcsrnd a Torment Ean But since marine 
was the black set, R&D felt that a powerful white card would fit better as a 


Judgment creature. So it was moved one last time, 


Bodyguard finally saw the light of day. 


: 
see 
: 
8 
: 


ur upkeep, 


inning of yo 
Ate OS ce life, you 


if you have 50 or more 
win the game. 
“If we have learned nothing else, we 


rned to survive.’ 
have lea ——Mystic elder 


2 anata eet nO neReT RII 





Seeing Double 


he Advocates, called the “regrowers” in 


only fitting that their art reflect that as well. 
Each Advocate card has two main figures in i 
art: the Advocate itself in the foreground anda 
helper in the background. But did you noti ce 
that each Advocate illustration has one green 
and one white figure? For example, the 


Shieldmage Advocate himself is a Cleric, and his 


partner Is a Druid. Spurnmage Advocate is a 
Nomad, and he’s assisted by a Centaur. The 
idea is that you’re forming a temporary alliance 
with someone else in order to get what you 
want, and since the Advocates only appear in 
green and white, the partnerships were made 
‘to match. | 


Ss World in 
sques” ” card Hunted 


Illus. Christopher Moeller 
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ate mick give Asap creature decks as euch of a boost as Rancor did. Therefore, 
Elephant Guide’s flavor text was chosen to be a fitting tribute to its beloved ancestor. 


umping Heads 





‘wo groups work on each Magic set: the designers, who create the 
initial card set, and the developers, who refine that set into something bal-_ 
anced and fun. If the developers think that Mirari’s Wake is much too good 

2% (which it was), it’s their job to change it. Another card that need- 
ed igs was Sa ek os In the original file, it came into play | = 
y mana to activate! we demonstrated 


land-fetching ability. It was still too Jak They 
the activation cost, and finally ay pe eunlen power jel” 


play Spped | It was secil ie ete 


Ever hear the acronym “EOTFOFYL’? It 
was coined by Magic players who recognized 
the sheer power of the Invasion™ card Fact or 

iction, and it stands for “End of turn Fact or 

iction. You lose.” It means a player with a blue 

eck would play Fact or Fiction at the end of an | 
opponent’s turn, net a whole bunch of good 
cards, and cruise to victory. Seedtime was 
designed to put a damper on this power play b 
letting a player respond to a blue instant by tak- 
ing an extra turn. Several Payee for Moe 
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ce Hapless Researcher: Draw 
a card, then discard a card from 
your hand. 


Scholars possess such lofty knowledge 
that it shouldn’t be surprising when 
they fall. 





Remy’ 


up bee: 


graveyard fre 


Slaveyard fro 


fC 


Whenever Carrion Rats attacks Or 


e blocks, any player may remove 4 card 
in his or her graveyard from the game. 
Ifa player does, Carrion Rats deals no 


combat damage this turn. 


“Just what | need more competition. 
—-Cabal grave robber 


Cf Cards j : 
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Mm the game ngle 


“Th, 
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Cabal grave robber 














The Fudgment Card 
Encyclopedia shows 
the entire Judgment 
eard set. (check boxes 
below each card 
allow you to keep 


track of your collec- 
tion. Just mark the O 
once you have a copy 
of the card, and mark 
the LJ if you get the 
premium version of 
the card. 


} When Ancestor’s Chosen comes 
| into play, you gain 1 life for each 
| card in your graveyard. 


First strike 


i Empowered by generations of strength. 


Threshold _- Anurid Barkripper 
ets +2/42. ( You have threshold as 
ong as seven or more cards avé 1 


| your graveyard.) 


When it croaks, so do you. 














OO Anurid Barkripper 














Anurid Swarmsnapper may block as 
though it had flying. = 
1 @ Anurid Swarmsnapper may 
block an additional creature this turn. 


Anurids have the problem of airborne 
Invaders licked. 





reature gets +2/+2 and 
d z 


Flying 
When Aven Fogbringer comes into 


play, return target land to its owner’s 
hand. 


“I cover the land with blankets and it 
sleeps.” 























+ Creatures you control get +0/+2 until 
: end of turn. 


| Threshold — Creatures you control 
: also gain protection from the color of 
your choice until end of turn. (You 


_ All Minions get +1/+1. 


#4, Remove Balthor the Defiled 


s from the game: Each player returns all 


black and all red creature cards from 
his or her graveyard to play. 


He remembers enough of his life to weep 
for what he has lost. 


+ Put two 1/1 white Bird creature tokens 
?} with flying into play. 


: Flashback—Tap three untapped white 


creatures you control. (You may play this 


+ card from your graveyard for its flashback 
: cost. Then remove tt from the game.) 














‘Threshold — Put three cards from _ 

your graveyard on the bottom of your | 
® library: Battlefield Scrounger gets 

4+3/+3 until end of turn. Play this 

ability only once each turn. (Play this | 

ability only if seven or more cards are 

m your graveyard. ) 


f 
i 
‘ 
: 
i 
i 
: 
i 
: 
: 
i 
: 
i 
i 
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Threshold — Battlewise Aven gets 
+1/+1 and has first strike. (You have 
threshold as long as seven or more cards 
are in your graveyard.) 


Experience is a good teacher, not a kind 
one. 


: Sacrifice Benevolent Bodyguard: 
| Target creature you control gains 
| protection from the color of your 
+ choice until end of turn. 


| “My destiny ts to save others so their 


destinies may be achieved.” 


Unless a player has Book Burning 
deal 6 damag 2 


> 














[ol [1] Battlefield Scrounger 106/143 | 
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ttacking doesn’t cause Border 
atrol to tap. 


+ “We have been victims of treachery, o 
“Vy 


the Cabal, and of our own ambitions. 


» 


— Commander Eesha 


Trample 


_ As long as Brawn is in your ee 


and you control a forest, creatures oo 


- control have trample. 


"1 have arrived, belowed Brawn, oa 
the plane shuddered.” 
= Scroll of Beginnings 








OO Border Patel 





s Destroy all creatures unless a player 
: i deal 6 damage 
im or her. Creatures — 








Choose a sorcery card you own from 
- ie reveal that card, 





Name a nonland card. Jarget player 
- reveals his or her hand and discards 
E from it all cards with that name. 


F Elashback——Sacrifice a creature. (You 


may play this card from your graveyard 
Jor its flashback cost. Then remove tt 


“ from the game.) 














- Creature — Mision. 
B Sacrifice Cabal Trainee: Target 


E creature gets -2/-0 until end of turn. 


“Ah, a faceshredder. Very rare. Nearly 
| unstoppable. Good luck!” 


——Cabal instructor 9 





Ob] Cabal ‘Trainee 


_| Enchanted creature gets +2/+2 and | 
| can’t attack. 


+ “Power often costs too high a price.” 
—Commander Eesha |. 








| OU] Burning Wish 


Jarget creature loses flying until 
end of turn. 


‘Flashback @ (You may play this card | 


from your graveyard for ts flashback 
cost. Lhen remove i from the game.) 


108/143 L OU Centaur Rootcaster 


83/143 | | on Cabal Therapy 62/143 





"Whenever Centaur Rootcaster deals 


combat damage to a player, you may © 
search your library for a basic land 
card and put that card into play 
tapped. If you do, shuffle your library. 


Whenever Cephalid Constable deals 
combat damage to a player, return up 
to X target permanents that player 
controls to their owners’ hands, where 
X is the damage it dealt to that player. 


Cephalids don’t police people. They police 
loyalties. 


Cagemail 


Discard a card from your hand: 
Cephalid Inkshrouder can’t be the 
target of spells or abilities and is 
unblockable this turn. 


Cephalids shrink from the harsh glare 
of scrutiny. 








35/143 | 








Destroy target attacking creature. 
You gain life equal to its power. 


(x3 


Why do we pray to the Ancestor? 
Because She listens.” 


—Mystic elder 














Flying, protection from creatures 


“War glides on the simplest updrafts 


| while peace struggles against hurricane 
| winds. It is the way of the world. It 
| must change.” 


109/143 | OU] Cephalid Constable 


Put three 6/6 green Wurm creature - 


4 tokens into play. 

Flashback 9 ®®® ( You may play 
this card from your graveyard jor igs 
flashback cost. hen remove 1 from 
the game.) 














Choose an instant card you own from 
outside the game, reveal that card, 
and put it into your hand. Remove 
Cunning Wish from the game. 


He wished for knowledge, but not for the 
will to apply it. 















































Death Wish = 


a Choose a card you own from outside 
® the game and put it into your hand. 
s You lose half your life, rounded up. 

EF Remove Death Wish from the game. 


e He wished for power, but not jor the 
a longevity to abuse It. 


‘Target creature gains flying until end 
of turn. 


Flashback @ (You may play this card 


Tap an watepped Dwart you control: 
is + (70 onal end 





ce Destroy oe teed oo its 
warven Driller deal 








OU] Death Wish 64/143 








Sacrifice Dwarven Scorcher: Dwarven 
Scorcher deals | damage to targel 
creature unless that creature’ 5 oo ; 


™ When Earsplitting Rats comes into 


play, each player discards a card 
| from his or her hand. 


Discard a card from your hand: 
@ Regenerate Earsplitting Rats. 


| Rats conte im one AMOUNT: 100 THATLY. 


‘Enchanted creature gets 43/43. 


When enchanted creature is put 
into a graveyard, put a 3/3 green 
Elephant creature token into play. 


Nature’s strength outlives the strong. 





Ember Shot deals 3 damage to 
a Creatiire of player. 


brow their best coal away. 





OU] Dwarven Scorcher 





OU) Earsplitting Rats 


“65/143 





Counter target sorcery spell. 


“What you made will be unmade. 
What you learned will be unlearned. 
And when you’re done, you will be 
undone.” 

—Ambassador Laquatus — 


_At the beginning of your upkeep, if 
you control twenty or more creatures, 
you win the game. 


“Tf our foes will not listen to words, 
perhaps hooves and claws will make 
them take notice.” 

-— Seton, centaur druid 


| OU Elephant Guide 


At the beginning of your upkeep, 


target non-Wall creature an opponent | 
controls gains forestwalk until your 


F next upkeep. 


He provides a safe path to nowhere. 


111/143 | | OO Ember Shot | FC 


Enchanted creature gets +X/+X%, 
where X is the number of creature 
cards in all graveyards. 


“We use only what we need but 1m 
tunes of strife, our need becomes great.” 
Centaur warrior 











OU] Epic Struggle 








| on Envelop | 39/143 | 






Creature ao Incarnation: 


Swariowall: 


§ As long as Filth is in your graveyard 
f and you control a swamp, creatures 
you control have swampwalk. 


“As the portal closed, Filth oozed through. | 
The stench of evil followed tt in” 
— Scroll of ee ; 


“Tu “Thomas M. Ba 


Put X Mi red Cat creatire poker 
ito play. Remove them 


112/143 | | OO Erhnam Pa 113/143 








OU) Exoskeletal Armor 114/143 ie 





Look at the top X cards of your library. 
Put one of them into your hand and 


the rest on the bottom of your library. 


Flashback— 4 @, Remove X blue cards 
in your graveyard from the game. (You 
can’t remove Flash of Insight to pay tts 
own flashback cost.) 











OO fink 66/143 


OL] Firecat Blitz 





OU] Flash of tae | 























88/143 | | on Flaring Pain 








40/143 | 
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cyclopedia 


Judgment Card 


ig 


You gain | life for each creature you 
control, ae 
Flashback 1 * ( You may play tus card 
from your graveyard for 1s flashback 
cost. [hen remove it from the vanie.) 


Sometinies the healers need healing, 


s: Return target card in an opponents 


graveyard to his or her hand. Puta 
+1/+1 counter on target creature. - 


“Our wnidy renews our strength.” 


secnenschoensrery 


Remove target card in a graveyard 
from the game. Its owner puts a 1/1 
white Spirit creature token with 
flying into play. 


“Raze the body. Raise the soul.” 
—Mystic elder 





115/143 








At the beginning of your upkeep, if 


: Genesis is in your graveyard, you may 


pay 2 ®. lf you do, return tareet creature 
card from your graveyard to your hand. 


“First through the Riftsione was Genesis — 
and the world was lifeless mo more” 
--—scroll of Beginnings 





OU] Folk Medicine 


Trample 


“When the Ancestor saw the cruelty 
her human children were capable of, 
Her fury shook the world. From this 
outburst sprang the warthogs.” 

-_ Nomad myth 


=i Flying 


2%: Creatures you control gain 
protection from the color of your choice 


: until end of turn. Play this ability only 
if Glory is in your graveyard. 


“Glory was gone; Glory was everywhere.” 
—Scroll of Beginnings 


nae 


ce 
e 


Choose an artifact or enchantment 
card you own from outside the game, 
reveal that card, and put it into your 
hand. Remove Golden Wish from 
the game. 


She wished for nobility, but not for a 
nation to honor tt. 
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ae Giant Worthoe 


Grave Consequence 


“Instant 


Each player tay remove any number 

_ of cards in his or her graveyard from 

. the game. Then each player loses I life 
for each card in his or her graveyard. 


Draw a card. 


“You call that a mightmare?r” 
---Braids, dementia summoner 


Counter target spell unless its controller 
removes his or her graveyard from the 
game. 


Draw a card. 
“Would you abandon your past to save 


‘your future?” 
—Ambassador Laquatus 


Put two 2/2 green Bear creature tokens - 
tito play. 

Threshold — Instead put four 2/2 green © 
Bear creature tokens mito play. — 
Flashback 5 ®® (You may play us 
card from your graveyard for ms flashback 
cost. Then remove it from the ganie.) 








67/143 








4A OU Goretusk Firebeast 


| Target creature gets +1/+0 and 


| gains first strike until end of turn. 


+ Draw a card. 


“May the Ancestor strengthen my 
hand and guide my blade.” 
—Nomad war prayer 





91/143 o OU] Grave Consequences 


“Creature — Horror.” 


@ Guiltfeeder can’t be blocked except 


s by artifact creatures and/or black 
creatures. 


Whenever Guiltfeeder attacks and 

F isn’t blocked, defending player loses 
t | life for each card 1n his or her 

. graveyard. 


Sacrifice Hapless Researcher: Draw 
a card, then discard a card from 
your hand. 


Scholars possess such lofty knowledge 
that it shouldn’t be surprising when 
they fall. 


co Add to your mana pool one 
mana of any color that a land you 
control could produce. 


“In the end, the same soil les atop 
the field, within the mountain, and 
under the sea.” 





42/143 
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ou Harvester Druid 





When Ironshell Beetle comes into 
play, put a +1/+1 counter on target 
creature. 


a = 1 : | “Why waste ume creating weapons; _ 
a . : : : : & 5 ce 
Osa, drawing on | : — : : ‘Nature provides us with all we need. 
dinner bell. ee a - Centaur warrior 








92/143 Jp OU lronshell Beedle 121143 

















: larget player shuffles up to two "WKrosan Verge comes ito play tapped. 
Draw a card for each attacking _? target cards from his or her : _@: Add one colorless mana to your 
creature. m™ — graveyard into his or her library. imiana pool. 


“I see their moral dilemmas. I see their | © Flashback 1 ™ ( You may play this 2, &, Sacrifice Krosan Verze: Search 

raw courage. I see their self-sacrifice. card from your sravevard jor i 8 ‘your library for a forest card and a 

T see our victory.” | flashback cost. lhenremoveitjrom = | | plains card and pul them inio play 
the game. 2 : oo Then shutfle your library. 


Sacrifice Krosan Wayfarer: Put a 
_ land card from your hand into play. 
“The Krosan Forest lives, and druids 
are its seeds.” 
-= Selon, centaur druid 3 
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| Counter target spell played from a 





‘ Tap up to two target creatures. 


“Never underestimate our enemy’s 
strength, brutality, ... or stupidity.” 


a oo. : ia 
The first time was amusing, but now —Commander Eesha 


you're getting tiresome.” 
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Masked Gorgon’ - 








_ Choose a creature or land catd you 


own from outside the game, reveal . 


that card, and put it into your hand. 
Remove Living Wish from the game. 


He wished for growth, but not jor a way. 


to control iL. 


Enchanted creature can’t attack or 
block and its activated abilities can’t 
be played. Its controller may remove 
three cards in his or her graveyard 
from the game to ignore this ability 
until end of turn. 


Creature 


Green creatures and white creatures 


- have protection from Gorgons. 


: e Threshold — Masked Gorgon has 
E protection from green and from white. 
t ( You have threshold as long as seven or 


more cards aré in your graveyard.) 
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Put the top two cards of your library 
into your graveyard. 


Draw a card. 


Some minds are more open than others. 





(Walls can’t attack.) 


%: Mirror Wall may attack this turn 
as though it weren’t a Wall. 


“Breaking it would be about four 
hundred years bad luck.” 
—WNomad sentry 





Permanents don’t untap during 
their controllers’ untap steps. 


_At the beginning of each player’s 


upkeep, that player untaps a 
permanent for each card in his or 
her graveyard. 











“Sorcery -* 


Exchange your graveyard and 
§ library. | hen shuffle your library. 


The mind sings, though at tames it 
F sings a dirge. 


&: Add one colorléss mana to your 


| mana pool. 


e Threshold —— @%: Nantuko Monastery 

_becomies a 4/4 green and white creature 

‘with first strike until end of turn. It’s 

still a land. (Play this ability only of seven 
or more cards are ii Vour srabevdrd.) 





When Nantuko [racer comes mito. 


play, you may put target card from a 
graveyard on the bottom of its owner’s 


; library. 


| Your past is a map to where you will 0. 


= Nantuko teaching 





| ¥, @: Put target enchant creature 
‘ card from a graveyard into play 

| enchanting a creature you control. 
+ (You control that enchantment.) 


+ Nomads weave tales thicker than 
+ tapestries. 
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®%: Return two target cards in an 
opponent's graveyard to his or her 
hand. Destroy target artifact or 
enchantment. : : 


“Our unity unmasks your deceit.” 









Protection from black 


Phantom Centaur comes into play with 
three +1/+1 counters on it. 


lf damage would be dealt to Phantom 
Centaur, prevent that damage. Remove 
a +1/+1 counter from Phantom Centaur. 





three +1/+1 counters on it. 











f damage would be dealt to Phantom 


| Flock, prevent that damage. Remove a 


+1/+1 counter from Phantom Flock. 


| Trample 


Phantom Nantuko comes into play with 
two +1/+1 counters on it. 











elf damage would be dealt to Phantom ~ 


Wantuko, prevent that damage. Remove a 
+1/+1 counter from Phantomn Nantuko. 


_&: Puta +1/+1 counter on Phantom 
_ Nantuko. 



























lat damage. Remove a 
Phantom Nishoba. 


| Phantom Nomad comes into play 
with two +1/+1 counters on it. 


| Phantom Nomad, prevent that 


N 








If damage would be dealt to 


damage. Remove a +1/+1 counter 
from Phantom Nomad. 















| Phantom Tiger comes into play with 


two +1/+1 counters on it. 


| If damage would be dealt to Phantom — 


‘Tiger, prevent that damage. Remove 





a +1/+1 counter fom Phantom J iger. 

























| Ol} Pham Nishoba 


Fj 
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: Prevent all damage that sources of the 
color of your choice would deal this 
turn. 


Flashback—Tap an untapped white 
? creature you control. (You may play this 
i card from your graveyard for its flashback 
cost. Then remove it from the game.) 


a3 


‘ ©: Return three target cards in an 
| opponent’s graveyard to his or her 
‘ hand. Return target creature card 
| from your graveyard to play. 


“Our unity revives our hopes.” 


Search target player’s library for up 
to three cards with flashback and put 
them into that player’s graveyard. 
Then the player shuffles his or her 
library. 


“The best foresight is hindsight.” 
—Empress Llawan 














| Remove X target cards in a single 
§ graveyard from the game. 


“That does u-—I quit!” 
——Cabal grave robber 
































: Destroy target enchantment. 


z 


| Flashback # (You may play this card 
: from your graveyard for its flashback 
: cost. Then remove it from the game.) 


: Webs of illusion unravel in the light of 
truth. 








| ®: Add one colorless mana to your 
i tana pool. 


As long as Riftstone Portal is in your 
graveyard, lands you control have 
“@: Add ® or * to your mana pool.” 





Flying 

Whenever Scalpelexis deals combat 
damage to a player, that player 
removes the top four cards of his or 
her library from the game. If two or 
more of those cards have the same 
name, repeat this process. 


Play Seedtime only during your turn. 


‘Take an extra turn after this one if an 
opponent played a blue spell this turn. 


The hippo grows wings to fight the condor. 


-_Nantuko teaching | 


























' &: Remove target creature card in 
a graveyard from the game. That 

_ card deals damage equal to its 

: power to Selfless Exorcist. (A « on 
+ acard not in play 1s 0.) 








| OU) Selfless Exorcist 


: Threshold — Other creatures 
you control get +2/+2. (You have 
threshold as long as seven or more 

+ cards are in your graveyard.) 


A symbol of hope for hopeless times. 





OU) Silver Seraph 


| Prevent all combat damage X target 


creatures would deal this turn. 


The arnues paused, silent, as the warriors 
reflected on the sunsets of their youth. 


143/143 | | OL] Scalpelexis 


_ Until end of turn, other players cant 


‘-@raveyards, 
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@: Return target card in an opponent’s 
graveyard to his or her hand. Prevent 
all damage that would be dealt to 

target creature or player this turn by 
a source of your choice. 


“Our unity conquers all fears.” 
































Copper. 


Soierm uote: 


At the beginning of your upkeep, sacrifice 
Solitary Confinement unless you discard 
a card from your hand. 


Skip your draw step. 
You can’t be the target of spells or abilities. 


Prevent all damage that would be dealt to 
you. 











Whenever a Bird is put into your 
graveyard from play, put a feather 
ounter on Soulcatchers’ Aerie. 


All Birds get +1/+1 for each feather 


ounter on Soulcatchers’ Aerie. 


Trample 


i 
= 
= 
Ge 
aoe 
Ey 





When Speligorger Barbarian comes into 
| play, discard 4 card ai random from 
OMe atid. ee 


1 Counter target spell. If it’s countered 
this way, remove it from the game 
instead of putting it into its owner’s 
graveyard. As long as it remains 
removed from the game, you may 
play it as though it were in your hand 
without paying its mana cost. If it has 
X in its mana cost, X is 0. 


Whenever a player discards a card 
from his or her hand, you may pay 
#. If you do, put a 1/1 white Spirit 
: creature token with flying into play. 


| It marks the border between here and 
: hereafter. 


| | &: Return two target cards in an 
* opponent’s graveyard to his or her 
| hand. Destroy target attacking 
| creature. 


“Our unity humbles our foes.” 
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OU] Spurnmage Advocate 





Return target creature card from 
your graveyard to your hand. 


Threshold — Instead return that 

ecard from your graveyard to play. 

( You have threshold if seven or more 
cards are in your graveyard.) 


‘Target creature gets +3/+3 until _ 
end of turn. 
Draw a card. 


lhe Mwrart’s magic transformed the 
Krosan Porese—and is inhabitants. 


Flying 


_| “Our forebears once flew like this— 
| carefree, needing nothing but a warm 


: be more burden than blessing.” 
—Commander Eesha 


Creature — Zombie 


‘Trample 


; As Sutured Ghoul comes into play, 
remove any number of creature cards in 
your graveyard from the game. 


+ Sutured Ghoul’s power is equal to the 

total power of the removed cards and its 
= toughness is equal to their total toughness. 
= (A * on a card not m1 play ts 0.) 


“i 
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Sacrifice 4 land: larget creature _ 
you control can t be the target of 
spells or abilities this turn, 


“How could someone so small cause 
so much woubler” 
--- Nomad sentry 





Whenever a player discards a card 
from his or her hand, you may pay 
1: ¢. If you do, tap or untap target 
permanent. 


“Nature’s been fired. The oceans are 
under new management.” 
— Ambassador Laquatus 




















OL] Sylvan Gufcheeper 
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| At the beginning of your upkeep, 
_ if you have 50 or more life, you 
| win the game. 


| “Tf we have learned nothing else, we 
| have learned to survive.” 











: —Mystic elder 


_®, >: Target creature gets +5/+5 
untilendofturn. _ 


“When vou live for others, vou live 
_for yourself.” 





baisectolg 


| larget nonblack creature gets -1/-1 
until end of turn. 


® Threshold — Instead destroy that 
creature. It can t be regenerated. 

_ (You have threshold tf seven or more 
cards are in your graveyard.) 
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+ Discard a card from your hand: 
Prevent all damage that would be 
dealt to Trained Pronghorn this turn. 


| “The desert asked the Ancestor for 
children, and the antelope were born.” 
—Nomad myth 
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Oo Ta Stench | 
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Te» 


“When Treacherous Werewolf is 


put into a graveyard from play, you - 


lose 4 life.” (You have threshold as 
as seven or more cards are 1m 
reraveyard.) 
"|g Is: Mark Tedin - 








| When Unquestioned Authority 
‘ comes into play, draw a card. 





: Enchanted creature has protection 
_ | from creatures. 





“Only the Ancestor should be revered.” 
—Mystic heretic 


rneentenenepncen smemennanmnsnnatnananaren tat 
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First strike 


' As long as Valor is in your graveyard 
- and you control a plains, creatures you 
control have first strike. 


“The cracks widened, the shell crumbled, 
and Valor spread throughout the land.” 
—Scroll of Beginnings 











| Threshold — Vigilant Sentry gets 
_| +1/+1 and has “@: Target attacking 
+ or blocking creature gets +3/+3 until 
{ end of turn.” (You have threshold as 
long as seven or more cards are in your 
' graveyard. ) 


At the beginning of each opponent’s 
combat phase, that player may remove 
a card in his or her graveyard from the 
game. If the player doesn’t, creatures 
he or she controls can’t attack you this 
turn. 


Cephalids specialize in lose-lose situations. 
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Flying 
As long as Wonder is in your graveyard 


and you control an island, creatures 
you control have flying. 


“The awestruck birds gazed at Wonder. 
Slowly, timidly, they rose nto the air.” 
—Scroll of Beginnings 





: When Wormfang Behemoth comes 
' into play, remove all cards in your 
hand from the game. 


When Wormfang Behemoth leaves 
play, return the removed cards to 
their owner’s hand. 





Wormfang Crab is unblockable. 


When Wormfang Crab comes into play, 
an opponent chooses a permanent you 
control and removes it from the game. 


When Wormfang Crab leaves play, 
return the removed card to play under 
its owner’s control. 


























Flying 


When Wormfang Drake comes into play, 
sacrifice it unless you remove a creature 

you control other than Wormfang Drake 
from the game. 


the removed card to play under its owner’s 
control. 


serene 


When Wormfang Drake leaves play, return H 
® 
i 


Flying 


When Wormfang Manta comes into 
play, you skip your next turn. 


When Wormfang Manta leaves play, 
you take an extra turn after this one. 








When Wormfang Newt comes into 
play, remove a land you control from 
the game. 


When Wormfang Newt leaves play, 
' return the removed card to play under 
its owner’s control. 
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When Wormfang Turtle comes into 
play, remove a land you control from 
the game. 


When Wormfang Turtle leaves play, 
return the removed card to play under 
its owner’s control. 


Chainer’s admirers keep his dreams alive. 
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OL] Wormfang Drake 











| OL) Wocnhne Manta 
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LAA AEA AOSHI 


Enter, Play. Win. Experience the thi 


Magic Academy i is s the start cof the journey for 
beginning Magic: The Gathering players. By par- 
ticipating in this program at your local game or 
hobby store, you’ll learn the basics of the game by 


playing against others at your level of experience. _ 


On top of that, you’il earn new. and exciting cards 
as you progress. If you want to enter the Magic — 


world, Magic Academy has been proven to be the | 


_ best way in. It’s great for ew donee 

learn the ropes, for casual p 

sharpen their skills, and even = se fans 
vee to get back into the game! — 


- gets | to a pley with ene — the 


seen cards of a new expansion, as well as asp al 
promotional card that can be obtained only at the 


event. You’ll get the first peek at the new set, 
playing to win against others who are also seeing 


the cards for the first time. Do well and you'll win 
even more of the new cards to expand your collec- 


tion right away. Both casual players and long-time 
competitors flock to these events for a fun-fi lled 
experience! 


pach The teur Are you r ealizing 


your love for tourna- 
amat eu’. ‘ments? Do you think 
CHAMPIONSHIP you’re ready to show 
your stuff on a larger — 
stage? Have you dreamed 
of being a pro? If so, the | 
Amateur Championship is the event for you! Only 
players with no pro points are allowed to partici-— 
pate in this annual event, which typically draws 
over 350 players. With Sideboard™ Online cover- 
age and “Magic for Life” as the top prize, every” 
one enjoys this exciting event. The Amateur — 
Championship cuts to a Top 8 single-elimination 
war for the title. Do you have what it takes? 


time of the win! 





< Nee serra eg 
_ time. to cee new 


ae a ae : 
rf . whole family benefits from 
the thousands of dollars | in college s olarships avail- - 
able to the winners of the Challenges and to the ae 
ses at the Championship. 


calendar year, i 3 


» Defend your turf at these 
annual events, where you 
compete against the best 
Magic players your State, 
Province, Territory, or Island 
has to offer. Even if you’re not a 


: regular at more et events, the Champs tour- 


naments will give you a taste of the big show. Ever 


_ wonder how that deck you have would do against play- 
ers outside of your local hobby store rola oe val] og 


Here’s ee oe oe find out. 




















— Each year, the | 
various Regional 
Se in 


the U.S., c | . a , 
5 ang By far the largest open events the DCI™ offers, | 


Grand Prix tournaments are high-energy events of 

_ varying formats held around the world. Requiring 
no invitation to attend, Grand Prix events are 
known for pulling in players from great distances— 

some looking to prove themselves and others try- 
ing to elevate themselves in the pro ranks. The next 
time a Grand Prix event is in your area, don’t pass - 
it up—if the chance to play in a high-level event 
doesn’t excite you, then the opportunity to win a 
large cash prize will! 


players looking to match wits and skills. Go for fun 
and to take the first step toward the Magic World 
Championships. Finish near the top and you’ll earn 
an invitation to your country’s National Champion- 
ship. Whether you’re simply looking for a higher level 
of competition or are eager for a chance to prove 

_ yourself against the best of the best, don’t let your 
ee — pass ig by. 


Players worldwide, __ i] f \ = en el a 
_ both casual and pro- | .., a hold these 
fessional, agree that : ~S — home-soil 
: ~ Qualifi ier tournaments are - . ——— clashes to deter- 
among “ Deere ge Ce sce hrrrr— _ mine which players will 
_ over the world, players swarm to these events hoping — oS represent an at the World Championships. Some — 
i fora chance ata coveted Pro Tour invitation. The __- competitors are the top players in the nation (as 
competition is fi ierce, and endurance i is the order oF proven on the Pro Lota and some are seasoned | 
the 4 ~ Pro Tour oer 1 ar is the ‘competitor’s- veterans. Others have earned the right to compete 
competitior 1 to the Pro Tour invitation, = = = — by demonstrating their prowess at a Regional 
zes and oe Championship. Here, the clash of minds and spirits 
their Pro Tour events. is no longer just anew The glory, the sais 


. ill find te Heese: = ee 


_ Each year the World 
_ Championships 
_ draw together 
> |. . / players represent- 
‘With stops from : 7 a ASLy, Oi" ing over fifty 
San Diegoto _ a ~~ —™m™é<“—=*~*~™S™SS=sO*C*C*CO#C§COuntries to show- 
= Sydney, ast age) _ — Se ee | case the ultimate 
"Tour takes players — , | exhibition of Magic: The - 
the world to com- Gathering play. Pro Tour winners, national cham- 
}top prizes. Each =—— pions, and the highest ranked players are all invited 
: $200, 000, allow- to. go head-to-head for what is undoubtedly the — 
os a gic gar ee prestigious title in the Magic game: world 
occupa : ns. y ae and stay com sited, and you, | champion. In addition to the glory that comes with © 
_ too, can travel the world and see exotic places asa being the top player i in the world, a cool $35,000 
_ professional Mage iae - waits to sweeten the victory. The road to Worlds 
a a. _ isn’t an easy one. Are you one of the few able to _ 
7 see it ea to the end? 





ae 





| Quiet Spec d 
Scalpelexis 
Spelljack 


Wormfang Crab 
Wormfang Drake — nurid Swarmsnapper 
Wormfang Mant: Battlefield Scrounger 


ntom Flock 
antom Nomad é 
rismatic Strands : JE S |. Ji xoskeletal Armor 

Pulsemage Advocate sequences —s—(‘iéi‘édd'LSS Folk Medicine 
Ray of Revelation : 5§ | : 9 U Forcemage Advocate 
Selfless Exorcist . 69 R M _ 7 R_ Genesis 
Shieldmage Advocate 7 on lity : 3C Giant Warthog 
Silver Seraph 7. mis beast | . ) J} Grizzly Fate 
Solitary Confinemen 72 © s To: . _ — 120 Cc Harvester Druid 
Soulcatchers’ Aerie 7 hou : . _ 121 C _Ironshell Beetle 
Spirit Cain | C Toxic Stench — _ 22 J Krosan Reclamation 

: : | Treacherous Vampire  & ' : 


Arcane Teachings | : 


Barbarian Bully — 
Book Burning 
Breaking Point 
Browbeat 


Cunning Wish 
Defy Gravity 


of Insight 
ip of Amnesia 
apless Researcher 
Keep Watch 
Laquatus’s Disdain _ ! 
Lost in Thought | _ S RE -U Krosan Verge 
Mental Note A - 1 t ~ Nantuko Monastery - 
Mirror Wall oe k _ 143 U_ Riftstone Portal 
Mist of Stagnation 





